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Abstract 

The purpose of this research was to investigate the effectiveness of computer games in learning English as a 
foreign language and the extent to which they increase motivation in young students. More particularly, this 
research investigated the validity of the hypothesis that computer games are a particularly motivating means for 
young students to learn English vocabulary effectively in comparison to other approaches suggested by the 
Greek National Curriculum. The grade, in which this research was conducted, was the 4th grade of Primary 
school as it is a borderline grade in which greater demands are imposed on the students of this age group and 
language level regarding, mainly, their reading and writing skills as in this class, for the first time, it is explicitly 
stated by the national curriculum that literacy is one of the three basic axons upon which English language 
learning should be developed. All in all, the results of this research shed light on the effects which new 
technologies have on language learning as well as their ability to motivate students to learn English. The results 
of this research will also be used as a basis upon which specific suggestions for the practical implementation of 
computer games in the everyday classroom can be made. 

Keywords: young students, online games, technology, case study, action research, semi-structured interviews 

1. Introduction 

The importance of vocabulary in foreign language learning cannot be emphasised enough (Boonkongsaen, 2012; 
Laufer, 1997). No matter how significant the role of grammar or syntax is, no matter how much emphasis is 
placed on teaching skills, it is eventually words or chunks of words that will convey the meaning of an intended 
utterance and it is eventually words that one needs to communicate from the simplest of ideas to the most 
complicated ones (McCarthy, 1990). Learning vocabulary, therefore, is the “sine qua non” (Chambers, 1999, p. 
122) of language learning. Without it there is little success for effective communication (Vermeer, 1992) as it is 
upon words that the structure of language is built and it is words that constitute the raw material for the creation 
of sentences (Ross & Jan, 2007). 

Learning new vocabulary, however, or expanding one’s knowledge on the features of already acquired 
vocabulary, is a rather demanding task (Boonkongsaen, 2012) as there are several factors affecting vocabulary 
learning in a foreign language, which can be divided into two broad categories; intralexical and extralexical 
(Takac, 2008). Intralexical factors concern the “intrinsic properties of words that might affect its learnability” 
(Laufer, 1990, p. 141), which can include their pronunciation, orthography, length, morphology, synformy, level 
of abstractness, specificity and register restrictions, as well as idiomaticity and multiplicity of meaning (Laufer, 
1990). Not all students, therefore, are affected in the same way or to the same degree by these intralexical factors 
and which words will eventually be found difficult to learn, depends, each time, on the students’ linguistic 
background, more, rather than on the features of the words as such (Ringboom, 1985; Swan, 1997). 

However, despite the significant intralexical factors which can influence vocabulary learning and apart from 
each student’s linguistic background, there are extralexical factors that can either accelerate or decelerate 
language learning (Ellis, 1994). These extralexical factors are comprised of personal factors, such as students’ 
previous language experience, their motivation, their attitudes and beliefs about language learning, as well as of 
social factors regarding the student’s level, the course type which they attend and even their learning 
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environment (Boonkongsean, 2012). In fact, these extralexical factors are so significant that they overshadow the 
intralexical ones, as no matter how easy or simple a word might be, phonologically or morphologically, when a 
student is demotivated or unwilling to learn it, then that word will simply not be remembered (Osguthorpe & 
Osguthorpe, 2009). 

In the Greek Primary school, however, students are exposed to, and taught, English vocabulary mainly through 
books which are set for this particular grade by the Greek Ministry of Education and Religious Affairs. The main 
focus of these books is to promote the principles of crosscurricularity, multilingualism and multiculturalism, 
which are endorsed by the Greek Curriculum for Foreign Languages and to develop the students’ skills in 
English as a foreign language through crosscurricular projects and activities. The necessary vocabulary that 
students need, so as to carry out these activities successfully, receives secondary attention and students are 
neither taught not trained in vocabulary learning strategies, which could help them remember new words in an 
easier manner (Cameron, 2001). New words are presented through drilling activities (Mpratsioli & Diamantidou, 
2009) and are treated as a means with which the four skills can be developed, as was typical of coursebooks used 
about two decades earlier (Coady & Huckin, 1997; Meara, 1980). 

In an effort to alleviate some of the burden vocabulary poses on students, the researchers who are also the 
teachers decided to implement the differentiated instruction principles in a particular class of Primary school and 
attempted to find out whether the students of that specific class would be assisted in their effort to acquire 
English vocabulary. 

The purpose of this research is to investigate the hypothesis that computer games can assist young students in 
learning their vocabulary effectively. To this purpose, two research questions were posed: 

(a) Do computer games make vocabulary learning in English more enjoyable? 

(b) Are computer games effective in learning vocabulary in English? 

2. Literature Review 

Regarding the use of computer games in assisting students to learn and to remember new vocabulary in the 
English language, there have been several studies conducted (Gee, 2003). Ashraf, Motlagh, & Salami (2014) 
studied 24 students who were at a low-intermediate level for over a period of 15 weeks. Students were randomly 
separated into an experimental and a control group. The experimental group was allowed to practice vocabulary 
with the use of computer games while the control group did other vocabulary related activities. Their findings 
indicated that the experimental group outperformed the control group and proved that computer games were 
“effective in vocabulary acquisition” (Ashraf et ah, 2014, p. 290). 

In addition, Calvo-Ferrer (2017) researched the effect of computer games in vocabulary acquisition. His 
experimental group was exposed to new vocabulary through computer games while the control group practiced 
vocabulary by doing other activities (such as vocabulary exercises in their course books). After analyzing the 
results of the pre-test and the post-test, which he had given to both groups, he found that students who were 
allowed to use computer games scored significantly better in the short run than the ones who used other means of 
practicing vocabulary. What is more, students of the experimental group also claimed that computer games were 
appealing and that they assisted them in developing their vocabulary skills. 

Segers and Verhoeven (2003) studied the effects of intensive vocabulary training through computer games in 
kindergarten in the Netherlands. A hundred and sixty-four students participated in their study, which lasted 15 
weeks. During this time, 67 students, who belonged to the experimental group, played computer games for 15 
minutes twice a week while 97 children, who belonged to the control group, followed the regular curriculum. 
Their results indicated that computer games had a positive effect on the children’s vocabulary. 

Finally, similar findings were also reported by Saffarian and Gorjian (2012) who investigated the role of 
computer games in EFL. Their research involved 418 EFL teachers and learners who were divided into two 
groups. One group used computer games in their lesson while the other followed the school’s regular lessons. 
The data, which was statistically analyzed, showed a significant difference in the performance of the 
experimental group compared to that of the control group. 

Furthermore, Sundqvist and Sylven (2014) studied the extent to which young learners in Sweden were involved 
in language related digital games as well as the relationship between playing digital games and learners’ 
motivation to learn English. Their study involved 76 English language learners in the 4 th grade of primary school. 
According to the research results, obtained, most of the young learners, particularly the male learners, were 
actively involved in language learning activities while all learners’ motivation to learn English seemed to 
augment. 
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On the other hand, Bytheway (2014) studied the effects of Massively Multiplayer Online Role-playing Games 
(MMORPGs) on learners’ use of vocabulary learning strategies in a case study which involved six experienced 
game players. The results of her research have revealed that MMORPGs are rich and meaningful vocabulary 
learning contexts, which advance the players’ vocabulary and affect their vocabulary learning strategies. 

In Denmark, Jensen (2017) studied the effects of extramural English in 107 children aged 8 and 10 years of age 
who had little or no prior English knowledge. The children were asked to keep diaries of the time they spent 
daily on various extramural activities and at the end of the research they were given the Peabody Picture 
Vocabulary Test (PPVT-4). The study revealed that children engaged mostly in gaming, watching TV and in 
listening to music and it was concluded that gaming, in particular, is significantly related to higher vocabulary 
scores in foreign language, mostly for boys. 

Finally, Yudintseva (2015) in a synthesis of 17 quantitative, qualitative and mixed method studies revealed that 
learning which is enhanced by computer games not only provides learners with a set of valuable strategies when 
learning a foreign language but also an opportunity for learners to use vocabulary in authentic contexts. Despite 
the fact that the studies, which she presents, do not come to a conclusion regarding which particular video game 
strategies are more beneficial in foreign language learning, they all nevertheless conclude that, generally, foreign 
language vocabulary is enhanced when learners engage in playing video games. 

3. Methodology 

With a view to test this research hypothesis, the researchers, who are also the teachers, conducted a case study 
which is also an action research since it observes a certain phenomenon within a specific case and collects 
information regarding how this phenomenon develops within this case during a specific period of time 
(Swanborn, 2010) with a view to allow professionals to gain a deeper understanding of their practices, to 
evaluate them and to improve them (Frost, 2002; Hopkins, 2002). 

In addition, this research also used an Independent Measures (McLeod, 2007), Pre-test-Post-test (Moorhead, 
2006) experimental design so that the effectiveness of computer games as a method of teaching English 
vocabulary in comparison to other methods would be investigated. To this purpose, the teachers used two groups 
of students of the same grade but of different Primary schools, which would constitute the experimental group 
and the control group respectively. The classification of the two classes into an experimental and a control group 
was based on practical reasons; The computer laboratory in the 7 th Primary school of Orestiada is well-equipped 
with relatively new computers while the computers in the 3 rd Primary school laboratory are obsolete and neither 
their RAM nor their screen analysis are sufficient for new computer games to work appropriately. As a result, the 
students of the 7 th Primary school were selected as the experimental group, since this group would have to work 
on computers, while the students of the 3 rd Primary school were selected as the control group. The former was 
offered the opportunity to practice vocabulary by playing computer games while the latter practiced the typical 
vocabulary tasks suggested by the school’s curriculum. In this experimental design, therefore, the independent 
variable, which would be applied only to the experimental group (Baker & Milivojevich, 2016), was the use of 
computer games as a means of learning and practicing English vocabulary. 

3.1 Reasons for Selecting Computer Games 

The selection of computer games, compared to other means of teaching young students, was not decided upon 
arbitrarily by the researchers who were also the teachers. Quite the contrary, in accordance with the fundamental 
principle of differentiated instruction which supports that students should be given the liberty to choose the 
process they consider most beneficial for their learning progress (Tomlinson, 2001), before deciding on 
computer games, the researchers (who were also the teachers) first investigated their students’ preferences 
regarding vocabulary teaching. These ways included computer games, project work, songs, role-play drama, 
classroom games, the use of the Internet, European project work programmes (Teachers4Europe and eTwinning) 
and vocabulary- list(s) learning. 

The tool, which was used to investigate the particular students’ preferences and needs, so that the lesson could be 
adjusted to them, was a semi-structured interview, which was conducted in the students’ classroom after their 
lessons had finished or during long breaks. Each interview lasted about 3-6 minutes during which students were 
allowed to express their opinions regarding the teaching methods that were used in the lessons as well as the 
extent to which the methods used seemed motivating and/or beneficial in their effort to leam English. During the 
semi-structured interview, the researchers, who were also the teachers, asked students what they thought of the 
different means through which they were taught vocabulary. In particular, they asked students what they thought 
about each one of the ways which were applied, by the researchers (who were also the teachers) during the 
lessons, to learn vocabulary. The first question aimed at investigating the extent to which each means of learning 
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vocabulary was enjoyable for the students and the reasons why they believed that. The second question intended 
to investigate the extent to which the students believed that each way of learning vocabulary helped them learn 
words more easily. In the last question, students were asked to choose one way which, in their opinion, was the 
most enjoyable and effective of all and which could be applied as a means of differentiating instruction in their 
lessons. 

After a meticulous analysis of the semi-structured interview results, it became evident that computer games were 
regarded not only as the most efficient method for students to boost their vocabulary but also as the most 
engaging. According to the results, of all the methods that their teachers used to help their students learn 
vocabulary in the classroom, 57% regarded computer games as the most enjoyable (see Figure I), 40% as the 
most beneficial (see Figure 2) and 61% maintained that it was the tool they would prefer to use the most during 
the lesson (see Figure 3). 



- Playing online computer games 

■ Playing guessing games in the classroom 
Using flashcards 

■ Singing 
Reading 

- Doing exercises in the books 
None in particular 


Figure 1. Students’ preferences regarding different ways of learning vocabulary 


These findings are in agreement with the findings of similar research which was conducted, in the field, and in 
which learners enjoyed using a computer more and also claimed that they benefited more from computer games. 
More particularly Letchumanan and Bee Hoon (2012), examined the extent to which computer games were the 
students’ preferred way of learning vocabulary. In their research 90% of the students, who were interviewed, 
stated that computer games were the most preferred means of learning vocabulary, as computer games were not 
only enjoyable but they also helped them remember words better than any other means of practicing vocabulary. 
These findings are also in line with Yip and Kwan (2006) who investigated 100 students in a quasi-experimental 
study regarding the effect computer games had on the students’ vocabulary range and motivation to learn it. The 
results of this study confirmed that computer games were the students’ preferred way of learning words 
compared to all other activity based lessons. 

According to Prensky (2001), the fact that young learners prefer using computer games in their lesson should be 
expected. Young leaners are “digital natives” (Prensky, 2001, p. 1). Born in the era of technology, young learners 
take the use of computers and the Internet for granted, and playing computer games comes naturally to them. It is 
no wonder, therefore, that the new generation of students shows a clear preference to anything and everything 
which is connected to technology. Besides, the students of the current research often pointed out to the 
researchers (who were also their teachers), during the semi-structured interviews, that they simply like 
everything which relates to computers and that this was the reason they preferred computer games to all other 
activities which were done in the classroom. 
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everything we do 
communicating with children from other countries 
playing games with flashcards 
playing games in the classroom 
studying vocabulary lists by heart 
doing exercises in our books 
playing computer games 



Number of Learners 

Figure 2. Students’ beliefs regarding the activities they find most beneficial in remembering vocabulary 


61 % 


u Play computer games 
y None, we do everything equally often 
u Sing 

u Play the guessing game in the 
classroom 

u Play games with the flashcards 


Figure 3. Students’ preferred activity 


Flowever, despite the students’ stance regarding the way they would rather learn vocabulary in their lessons 
(since 61% of them chose to be taught vocabulary through computer games, see Figure 3), it was also considered 
pivotal, on behalf of the researchers (who were also the teachers), to test whether the students’ preference would 
actually be effective in practice. This was the reason why the effectiveness of the use of computer games in 
teaching vocabulary was examined in this research. 

3.2 Participants 

The students of the experimental group attended the 4 th grade of the 7 th Primary school of Orestiada, a small 
school on the outskirts of the town with 115 pupils in total. The particular class which participated in the 
research is a class of 19 students, 8 boys and 11 girls, in the 4 th grade of Primary school. Apart from one boy who 
had to repeat a class at a younger age and who was, therefore, a year older, all the students in this class were 
aged nine. Five of the children were of ROMA origin and Turkish was their mother tongue. The ROMA children 
faced many difficulties in speaking and writing the Greek language and three of them rarely attended lessons. 

On the other hand, the control group was a class of 14 students in the 4 th grade who attended the 3 ld Primary 
school in another part of the same town, which consisted of 14 students, 6 boys and 8 girls, all aged ten, apart 
from a girl who had to repeat the first year of Primary School and was eleven. Ten students in the control group, 
four girls and six boys, were Greek while the other four were girls of ROMA origin. Three of the ROMA girls 
spoke Turkish as their mother tongue and one Bulgarian. Concerning the English lesson, none of the ROMA 
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girls were able to read or write the English alphabet despite the fact that they had been learning English since the 
1 st grade of Primary school and none of them showed particular interest in the lesson. 

3.3 Instruments 

The tool which was used to collect data in this research was the semi-structured interview, which was conducted 
to the students of the experimental group both at the beginning and at the end of the research. The reason why 
the semi-structured interview was chosen, as the most appropriate tool for this particular research, was because it 
offered a combination of structure, immediacy and flexibility to the research (Reason & Bradbury, 2006). 

3.4 The Adapted Content 

The content of the book that was adapted for the purposes of the research was the English for the 4 th Grade 
Student’s Book (Mpratsioli & Diamantidou, 2011a) and Workbook (Mpratsoli & Diamantidou, 2011b). In 
particular, the vocabulary from the first two units, of the aforementioned books, was thematically re-organised 
and was presented to the students of both the experimental and the control group with a variety of teaching 
methods appropriate for young students (songs, drama, story telling, use of the internet, games). What was 
fundamentally different, however, was the way each group practiced the vocabulary it was exposed to. The 
control group did not deviate from the coursebook’s material, whereas the experimental group was offered the 
opportunity to practice vocabulary by a method of its choice, that is, by playing relevant computer games. 

3.5 Procedure 

At the beginning of the research the students of both the experimental and the control group were given a pre-test 
so that their level of English would be determined. The pre-test included material students had been taught in the 
previous grade and were expected to have mastered by the time they started the 4 th grade. Given that the focus of 
the research was vocabulary, students were tested only on specific vocabulary items, which should already have 
been acquired by students of this age group and language level so that their transition from the 3 ld grade to the 4 th 
grade would be smooth and unobstructed. The results of the pre-test revealed that, comparatively, there was no 
significant difference in the performance of the two groups of students (see Figure 4 and Figure 5) and that both 
the experimental and the control group would start the 4 th grade with the same level of English. 

The research was based on the vocabulary presented in the first two Units of English for the 4 th grade Student’s 
book (Mpratsioli & Diamantidou, 2011a) and Workbook (Mpratsioli & Diamantidou, 2011b). Lessons were 
organised in groups of two with the first lesson always being a presentation of new vocabulary through focus on 
a particular skill (listening, speaking, writing, reading) while the second lesson intended to offer students the 
opportunity to practice and eventually learn the newly presented vocabulary. For students of the control group, 
however, the practice of new vocabulary was limited only to the practice offered by the Student’s book and 
Workbook tasks. On the other hand, the students of the experimental group were given the opportunity to 
practice the same vocabulary by playing relevant computer games, as, according to the results acquired by the 
semi-structured interview, conducted at the beginning of the school year, this was the method that they 
considered the most enjoyable and effective. 

The computer games were chosen from a list of free online game sites based on their relevance with the 
vocabulary presented in the preceding lesson and students were given the opportunity to choose a variety of 
games which related to this vocabulary, according to their likes, interests and abilities. Given that the number of 
computers in the school’s computer laboratory was less than the number of students who attended the class, 
students were seated in groups of three and took turns when playing the specific computer games. The first game 
to be played, by all groups, was usually chosen by their teachers (who were also the researchers) so that students 
would not deviate from the target vocabulary, which the teachers wanted them to practise, so that the learning 
goals of each lesson would be achieved, but after that, each group was given the choice to either play the same 
game again, continue to a relevant game or abandon the initial game for a more difficult or an easier one. 

After 24 weeks, students of both the experimental and the control groups were given a post-test. The tasks in the 
post-test of both groups were identical as was the time which was allotted to each student to complete them. The 
only difference was that the experimental group completed the tasks online by playing specific computer games, 
which were selected for this purpose, while the control group completed exactly the same tasks after they had 
been printed out on paper. In order for the teachers to be able to assess their students’ achievement during the 
online test, the students were separated into groups of four and each group took the test, in turns, while the 
teachers were monitoring and recording their responses. The first response each student gave was marked as 
either right or wrong and in the end a total was calculated and a final mark was given to each student. The results 
of the post-tests were used to evaluate the extent to which the teaching methods implemented had been effective 
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to either class of students so that conclusions regarding the effectiveness of computer games on teaching 
vocabulary could be drawn. 



Figure 4. Control group pre-test results 



Grades 


Figure 5. Experimental group pre-test results 


4. Results 

The data of this particular research was collected from two sources. The first was the post-test which was given 
to the students of both the experimental and the control group to objectively evaluate the extent to which they 
had acquired the target vocabulary while the second was a semi-structured interview conducted to the students of 
the experimental group, with which the researchers, who were also the teachers, investigated the subjective 
opinion of the students regarding the effectiveness of computer games. 

4.1 Pre-test and Post-Test Results 

The results of the post-test revealed that students of both the experimental and the control groups who had 
written well in the pre-test wrote equally well in the post-test, scoring more than 75% in both tests (see column A 
in Figure 4; Figure 5; Figure 6 and 7). 
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Figure 6. Experimental group post-test results 
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Figure 7. Control group post-test results 


The fundamental difference between the control and the experimental group was in the achievement of the 
students who in the pre-test had scored the lowest. In the pre-test, 28.5% of the students of the control group, that 
is 4 out of 14 students scored below 25% (see column D in Figure 4) and this percentage remained unaltered in 
the post-test (see Figure 7). In the experimental group, however, the results differed; While in the pre-test 25% of 
the students scored below 25% (see column D in Figure 5), in the post-test their scores were significantly higher 
with students of this group scoring as much as 56.8%, while none scored below 25% (see columns C & D in 
Figure 6). 

Similar findings were also reported by Yip and Kwan (2006) who investigated the usefulness of computer games 
in learning vocabulary. In their study 100 students were under scrutiny for a period of nine weeks. The students 
were divided into an experimental and a control group and a vocabulary pre- and post-test was given to them at 
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the beginning and at the end of the research period. Their findings were in accordance with the findings of this 
research and showed that the experimental group statistically outperformed the control group in the post-test 
revealing that computer games were indeed beneficial to students. 

In addition, Aghlara and Tamjid (2011) report similar findings. In their research, a particular computer game was 
used to investigate the extent to which computer games can assist students to acquire vocabulary. In particular, 
they investigated 40 students who were six to seven years of age with no prior knowledge of English. The 
students were separated into an experimental and a control group consisting of 20 students each. After a 40-day 
teaching period, during which the experimental group was allowed to practice vocabulary by using computer 
games, it was found that the students of the experimental group outperformed those of the control group, proving 
that the use of computer games was more successful in teaching vocabulary to children than other vocabulary 
practice activities. 

Based on the results of the pre-test and the post-test, therefore, it is clear that the effect computer games had on 
high achievement students was unnoticeable as their performance was already high. For low-achievement 
students, however, the results were quite astounding. In sheer contrast to their performance in the pre-test, 
students who were exposed to differentiated instruction and used computer games as a means of practicing 
vocabulary, managed within a period of 24 weeks to raise their achievement by 38,7% on average (see Figure 8). 
These findings are in line with a study conducted by Johnson et al. (2004) who investigated the effect computer 
software had on the communicative competences of students of the Arabic language. In their study, leaners of the 
experimental group were exposed to vocabidary and expression training in the target language via computers. 
The results of their study indicated that previous low performance and low confidence learners performed 
significantly better after practicing on computers. 

On the contrary, the performance of the students of the control group, who had to follow the conventional 
vocabulary teaching method, suggested by the school curriculum for the 4 th grade, met with a 2,8% decrease (see 
Figure 9) as in the post-test there was only one student of the control group who scored 100%. These findings are 
in line with the findings of Chuang and Chen (2007) as well as Wu, Lee, Chang and Liang (2013) who studied 
the effect computer games had on students’ cognitive achievement and motivation respectively. 
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Figure 8. Experimental group pre-test and post-test results 



In particular, Chuang and Chen (2007) studied 115 third-graders in Tainan City, China. Students were separated 
into an experimental and a control group and both a pre-test and a post-test was given to them at the beginning 
and at the end of the study. Their results indicated that computer games both promoted problem solving skills 
and aided participants in recalling the processes compared to other traditional methods of practicing vocabulary 
(such as doing activities in their workbook or learning vocabulary lists). On the other hand, Wu et al. (2013) who 
investigated the connection between computer games and motivation to learn vocabulary and gain enjoyment 
from the lesson, concluded that computer games were the key factor in engaging particularly weak learners in 
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the English lesson. 



Grades 

Figure 9. Control group pre-test and post-test results 


As a result, based on the aforementioned findings and the findings of this research, it can be suggested that 
computer games are more beneficial than any other method suggested by the school curriculum not only because 
they manage to motivate students (Gee, 2007; Wu et al., 2013) but also because they can assist them in retaining 
the vocabulary they have already learnt more effectively (Chuang & Chen, 2007; Dominiquez et al., 2013). On 
the contrary, traditional methods of teaching vocabulary (such as doing Workbook exercises) are often 
considered boring by learners (Turgut & Irgin, 2009). As a result, students are unwilling to put much effort in 
remembering new words which leads to poorer test results (Kulik, 1994). 

4.2 Final Semi-Structured Interview Results 

The final semi-structured interview was conducted only to the students of the experimental group as only they 
were exposed to differentiated instruction thus their personal opinion on how they viewed the lesson was 
significant. Students were given the choice of either responding in English or in Greek and, apart from one 
student who chose to respond in English, all the other students responded in Greek. Before analyzing the axons, 
which derived from the semi-structured interview responses, it is essential to draw attention to an interesting 
finding, which derived from the interview and for which the teachers (who were also the researchers) were 
unaware of; 7 out of 16 students claimed that they used more than one language at home with their parents in 
addition to Greek. These languages were Russian, Armenian, Pontic and Turkish (see Figure 10), which were the 
actual mother tongues of the students, thus, making Greek a second language for 43,75% of the students of the 
class, which meant that, for those students, English was the third language which they were learning. 
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Armenian 

7 % 


Pontic 

7 % 


Turkish 

20 % 


Greek 

53 % 


Russian 

13 % 


Figure 10. Students’mother tongues 


Furthermore, 81.25% of the students claimed that their level of English needed improvement, while 50% of the 
students believed that vocabulary was what needed to be improved (see Figure 11). Another interesting finding, 
of the semi-structured interview, was that 15 out 16 students replied that they liked learning English while the 
only student who replied that he did not like English was because of the vocabulary he had to learn. What is 
more, 59% of the students, that is 10 out of 16, claimed that what they found most difficult was learning 
vocabulary (see Figure 12). These findings are in line with the stance taken by many researchers (Folse, Mitchell, 
Smith-Palinkas & Tortorella 2005; Hulstijn, 2011; Read, 2004) who regard vocabulary as the “first and 
foremost” (Ghanbaran & Ketabi, 2014) challenge students face when learning a language. 

On the other hand, 81.25% of the students replied that the activities which helped them to learn vocabulary 
quicker and more effectively, were those which were conducted through the use of online computer games. The 
effectiveness of learning vocabulary through online computer games is in complete agreement with the study 
conducted by Calvo-Ferrer (2017), who investigated the effect of computer games in vocabulary acquisition. Elis 
results indicated that students of the experimental group, who used computer games to practice vocabulary, 
reported significantly higher “received learning gains” (Calvo-Ferrer, 2017, p. 264). 

The aforementioned findings confirmed the researchers’ (who were also the teachers) initial hypothesis that 
vocabulary was the most significant and the most troublesome aspect of teaching English in the 4 th grade as well 
as the best choice to implement differentiated instruction in this class of students so as to assist them in their 
effort to learn new words. 

As far as the teaching of computer games is concerned, the students’ responses were divided into two axons. The 
first axon reflected the extent to which the students liked working on the computer as a means of learning and 
revising vocabulary while the second, the extent to which they believed computer games were effective in 
learning vocabulary. All students unanimously claimed that not only did they like computer games but that they 
also considered them effective in their effort to improve their English (see Figure 13). These findings are in line 
with the research conducted by Turgut and Irgin (2008) who investigated the extent to which computer games 
can be both enjoyable and effective in teaching English vocabulary. Their study was based on the 
methodological framework of phenomenology and involved 10 primary and secondary school students aged 
10-14. The students were observed playing online games and semi-structured interviews were used to investigate 
both their knowledge of English as well as their opinions regarding computer games. The results indicated that 
online games not only promoted language learning, especially vocabulary skills, but were also highly motivating 
and enjoyable for the students. 
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5. Discussion 

After a meticulous analysis of both the pre-test and the post-test results as well as of the semi-structured 
interview responses, certain conclusions can be drawn. 

First of all, the results confirmed the hypothesis made at the beginning of the research and gave a clear answer to 
the two research questions posed. Based on the responses that the students of the experimental group provided in 
the final semi-structured interview and on their performance in the post-test, it was found that computer games 
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were both an enjoyable and effective means of teaching vocabulary in English. Furthermore, according to the 
same results, the implementation of computer games in the lessons instigated positive reactions on the part of the 
students who believed that by playing computer games they were actually learning English in a way that they 
truly enjoyed. 

A plausible explanation as to why computer games proved to be beneficial especially to low-achievement 
students is perhaps because they provide a safe environment within which to practice (Gee, 2007). In a computer 
game, students do not feel that they are exposed to the rest of their classmates and they are more willing to take 
risks (Gee, 2005), which is regarded as a prerequisite when learning a foreign language (Goodman, 2014). In 
addition, computer games provide a source of challenge to both high and low achievers, as each game is divided 
into varying levels of difficulty to suit the ability and knowledge of every player (Hirumi & Stapleton, 2008). 
These levels of difficulty are also constantly changing. No matter which level a student starts from, once this 
level in the game has been completed, the student is challenged once more to win at a higher, more demanding 
level, thus, keeping his or her interest and motivation intact. This escalation of challenge and of linguistic 
demands which is placed upon students can be related to Krashen’s i+1 Comprehensible Input Hypothesis 
(Krashen, 1982). According to Krashen (1982), students’ progress when learning a language, especially when 
they are exposed to language which is “slightly above [...] the level of [their] current ability” (Baker & Jones, 
1998, p. 649). In addition, while playing computer games, which by definition are neither dubbed nor subtitled, 
students are exposed to original spoken English in context, which has proved to benefit their vocabulary skills 
(Zengin & Yetkin Aker, 2016). Computer games, therefore, by offering a variety of levels of difficulty, in an 
original context, and a gradual exposure to new language, manage to offer each student the Comprehensible 
Input that they need in order to advance linguistically. Students can choose to start playing at the level they can 
handle and are then gradually exposed to increasingly more difficult vocabulary in increasingly more demanding 
levels, yet always within the limits of their abilities. This highly individualized practice is something that the 
regular classroom practice cannot offer to students, particularly to the weaker ones who often have to deal with 
tasks they have not chosen and which are often more difficult than what they can achieve (Gee, 2003). 

Finally, another possible explanation of the findings of this research is the students’ use of mnemonics while 
playing computer games. According to Kahraman and Zengin (2014), students activate various mnemonic 
strategies when learning foreign language vocabulary and make connections between the target vocabulary and 
words from their native language both at a phonological and at a semantic level. In vocabulary computer games, 
therefore, where motivation to retain words in one’s memory in order to complete all levels and to win, is high 
(Khaksari, Mehdijavanmard & Javanmard, 2014; Olson, 2010; Woo, 2014), students make use of various 
mnemonic strategies so as to remember the words they are presented with. As a result, their vocabulary skills are 
enhanced and their vocabulary range is expanded. 

5 .1 Educational Implications 

The results of this research show that the educational implications of the application of Online Computer Games, 
in the ELT Classroom are extensive and far-reaching. 

First of all, the results confirm the relevant theory which supports the effectiveness of differentiated instruction 
(Tomlinson, 2003). The students who were in the 4 th grade of the 7 th Primary school of Orestiada were given the 
opportunity to choose the method and the tool which would best help them to learn a particular content in 
English. Based on the results of this particular research, this freedom of choice had a radical impact on the 
performance of all students, particularly of the weaker students, and created a feeling of excitement amongst all 
students, which increased their motivation to leam and to work much harder. This finding suggests that learning 
English at school can be very interesting, motivating and productive for young students if teachers start the 
course each year by taking into consideration their students preferences as to how the lesson should take place 
and what to include in their teaching and by incorporating these preferences in their regular lessons. 

In addition, the results of this research confirm the significance of incorporating technology in the English 
language classroom as it increases students’ motivation (Jenks & Seedhouse, 2015; Levy & Stockwell, 2013) and 
also promotes language learning (Chapelle, 2003). The implication of this finding, for the teaching of English in 
Primary school, is crucial as it suggests that the use of computers should become an inextricable part of the 
lesson because computers offer enjoyable practice in English as a foreign language. 

6. Limitations of the Research and Suggestions for Further Research 

This research is a small-scale research which included a very small number of students who attended two schools 
in a rural area of Greece. Its results, therefore, cannot be generalized to account for the rest of the students who 
are of the same language level in schools across the country, who might have different experiences, likes and 
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dislikes and preferred methods of learning English. For the results of this research to be able to be generalized, a 
large-scale research should be conducted with students of the same language level and age group but of different 
geographical areas in Greece and its results should be quantitatively analyzed and evaluated. Should the effect 
computer games have on learning English be found to be significant in the aforementioned research, then, a 
national plan to systematically integrate computer games in English language teaching at Greek state schools 
could be forwarded. 

7. Conclusion 

In conclusion, after a meticulous analysis of the data collected during the research, the initial hypothesis that 
computer games are a motivating and effective means of assisting young learners in improving their English 
vocabulary has been confirmed by the data. Nevertheless, given the fact that this is a small-scale research, these 
findings should be treated with caution and should not be overgeneralised. On the other hand, they should be 
used as a springboard for further, extensive research into the matter so that a clearer picture is formed of the 
repercussions and influence that computer games can have on the teaching of English to young learners in Greek 
state schools. 
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